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4l glGenTextures
“xesExtg: glBindTexture
S E s E 7. glActiveTexture
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e void glTexImage2D(GLenum target, GLint level, GLint
internalFormat, GLsizer width, GLsizel height, GLInt

border, GLenum format, GLenum type, const void
*data);

R AEKERLN, FHLELE
e void glTexStorage2D(GLenum target, GLsizei levels,
GLenum internalFormat, GLsizeil width, GLsizel
height);
e void glTexSublmage2D(GLenum target, GLint level,
GLint xoffset, GLint yoffset, GLsizeil width, GLsizel

height, GLenum format, GLenum type, const void
*data);
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e glBindBuffer(GL_PIXEL_UNPACK_BUFFER, buf)
® -

m AR AMELEHE T HKIE

e glCopyTexImage2D / glCopyTexSublmage2D
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e glTexParameter{fi}/glTexParameter{fi1}v/glTexParamete
ri{i1 ui}v
o X EWarpzx X, #4: glTexParameteri(GL_TEXTURE_2D,
GL TEXTURE_WRAP_S, GL CLAMP_TO EDGE);

o A Eitikb, 4. glTexParameteri(GL_TEXTURE 2D,
GL_TEXTURE _MIN_FILTER, GL_LINEAR);
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" uniform sampler2D uTexture;

o (% AIGLSLA § ¢Textured1q & #&
" gvecd texture(gsampler2D tex, vec2 P[, float bias]);
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o WiEHxILE L void gIActlveTexture(GLenum texture);
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gl TexParameteri(GL_TEXTURE 2D,GL TEXTURE_WRAP_ S,GL_REPEAT)
gl TexParameteri(GL_TEXTURE 2D,GL_TEXTURE_WRAP T,GL_REPEAT)

L_REPEAT GL_MIRRORED_REPEAT GL_CLAMP_TO_EDGE GL_CLAMP_TO_BORDER
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e glTexParameteri(target, type, mode)

e glTexParameteri (GL_TEXTURE 2D, GL TEXTURE MAG_FILTER,
GL_NEAREST);

e glTexParameteri (GL_TEXTURE 2D, GL TEXTURE MIN_FILTER,

GL_LINEAR);
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9 4 f (border=1)
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e glTexImage2D(GL_TEXTURE_*D, level, .);
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e void glGenerateMipmap(GLenum target);
e void glGenerateTextureMipmap(GLuint texture);
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GL_LINEAR_MIP
PMAP_NEAREST

MAP_NEAREST
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m S MEHAIEM (Perspective-Correct Interpolation)
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